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( yes it’s subjective, but... ) 

A Visual Stereotype is not a visual cliche 
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EXPLODING BARRELS 
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Visual Threshold 
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using Visual Metaphor to communicate concept 
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Eroding Worldbuilding: 
use of tropes and visual cliche 
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( if you can... ) 
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Does this support and strengthen the 
visual design of the (game)world? 
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What if the answer is no? 
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Dishonored 
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The visual threshold is your audiences 
gateway into your world and narrative 
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Visual stereotypes support your more 
complex new elements and reduce 

exposition needs 
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